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TAKEAWAYS 

• Start with what you know 

• A UNCONVENTIONAL SOURCE & USE OF REFERENCE 
FOOTAGE - REVERSE ENGINEERING 

• Creation of Pillars 

• Failure, when learned from, can be an invaluable 

RESOURCE FOR UNDERSTANDING AND EXECUTING YOUR 
FINAL PRODUCT 



BREAKDOWN 

• Animation Direction Overview 

• The Challenges 

SPo <ler, t . 

• Initial Approaches* — — ey ^ t Work 

• Back to the Drawing Board 

• Applying What Was Learned 

• Final Results 
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THE CHALLENGES 


• Blending Super Powers with previously 

ESTABLISHED / CONFLICTING ANIMATION 

Direction 



THE CHALLENGES 


• Knowing where to begin 


Welcome to 
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Start with what you know 
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The Great Reference Footage Hunt 
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BACK TO THE DRAWING BOARD 

• Motions must be grounded in reality 

• Motions must evolve over time 

• Motions must look and feel good at all 

HEIGHTS AND SPEEDS 

• Motions must fit the overall theme and 

ANIMATION DIRECTION 
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SUMMARY 



SUMMARY 

• The Challenge 

• Blending Super Powers with previously established Animation 
Direction that conflicted 

• Finding Reference Footage for Motions that were not humanly 
possible 

• Inexperience with this type of system 

• The Solution 

• Start with what you know 

• Develop Pillars for the Feature 

• Explore Reference from all mediums / Different 

APPROACHES TO REFERENCE 



SUMMARY 


• Takeaway 

• Failure, when learned from, can be an invaluable 

RESOURCE FOR UNDERSTANDING AND EXECUTING YOUR 
FINAL PRODUCT 
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